CARTOONERS 

MAKE A MOVIE! 



Fun for All and All for Fun 

Children of all ages can enjoy Cartooners. It's easy to leam and simple to use, but the best part is 
that if s fun. You can nuke great 'toons by yourself or with friends, and the whole family can play. 

We'll help you start Cartooners and show you how it works. As you go through the features, 
follow the instructions marked by the pointing finger You'll have a good time making your first 
movie while you're learning the program. 

First Things First 

Lef s check out your equipment first. To use Cartooners you need at least an Appl UGS with at least 
1 Megabyte of random-access memory (RAM), a color monitor, and a mouse. Thaf s it! Make sure 
they're all plugged in, but don't turn them on yet. A printer is optional, but useful and fun. 

Loading Cartooners 

Insert the Cartooners Program disk in your 3.5" disk drive and boot up your Apple IIGS. If you 
have two 3.5" drives, then insert the Cartooners Art disk in drive 2. Otherwise, the program will 
prompt you to insert the Art disk when needed. After the program boots, you will see the Finder 
window with the Cartooners icon showing. Double-dick the mouse on the Cartooners icon to 
launch the program. 

Installing on a Hard Disk 

Cartooners can be installed on a hard disk. Create a folder called Cartoons on your hard drive and 
copy the entire all of the files on the Cartooners Program disk except the Icons and System Folders. 
Next copy the individual files from the Art Disk into their respective Actors, Movies, Scenes, etc. 
folders on the hard drive. 

Locating Items 

Whenever you're working with a feature in Cartooners that requires you to find some data, you'll 
be asked for the location of the file that contains this data. 

A dialog box will show you all the subdirectories or files you can choose from. Click on the up and 
down arrows to scroll through the options. The subdirectory you're currently in appears near the 
top and is shown with and open file folder. Qick on CLOSE to back out of the subdirectory you're 
in. Subdirectories available for selection have a closed File Folder before their names. 

If you have to look for data on another disk drive, click on the Volume button and switch to the 
desired drive. Then double-click on the item you want to load, or click on it once to highlight it, 
and then click on Open or press Return. 

Cartooners is or^nized so that all the elements are in separate subdirectories: /MOVIES, 
/SCENES, /ACTORS, /INSTRUMENTS and /MUSIC. To enter a subdirectory, open it as you 
would a file by double-clicking on its name. 



Playing with Cartooners 

When Cartooners is ready to work, the Main selection screen appears with the following options: 
LOOK, FLAY, OftEATE, and QUIT. 




Welcome to "Cartooners*" 
Wl^at wsll you do toOoyr 




Main Selection Screen 

LOOK 

Click LOOK when all you want to do is watch cartoons. Six movie tickets with 

on them appear. Qick the niouse button on the cartoon you want to see, A watch appears on ttie 

screen white tfie computer loads aH of ttie information It needs to play the cartoon for you. 

To see all of the cartoons, one right after the other, dick the mouse button on ALL. Click on QUIT 
to go bade to the Main Selection Screen. 

Note: See Omng^nglOOKmid PLAY Ticket Scmm to Show Different Movies to see how to diange 
the ticlcels to otiiir in^ This way you can put your own cartoons 

on flie imvie tidcets! 

PLAY 

Click Play to view some preset cartoon scenes that we created for your enjoyment. The/re 
com|A^ with actors and ai^tions. ]ust i^ck ttie nioiisebtditon m the cartoon tihat sounds Wse fm 
to you. Try one now! When it's over you can change it with the controls from CREATE (which we'll 
explainin detail on the following pages). You canadd actors^ actions,and music to our pi^eset scenes 
and fhen save fhem If you want to. Qfote: Do not edit the movie PAKKFLAY.) 

When you want to go back to the Main Selection Screen, choose Quit from the File menu. 

CREATE 

CtidcCREATE toenterftemtyvte^u^ scraulu You 

have total control! You pick the scenes and actors, and you choose what they do and how they do 
it. The CREATE screen lets you record and play t>ack your cartoon productions. Lef s look at the 
ibixi^ym can do here. 

Let's Make a Cartdoti 

If you follow the instructions marked by the pointing finger, you'll have fun making your first 
cartoon while you're learning about the program. (If you have a single 3.5" drive you shoiikl 
femove the Fnigrdm disk fttim the drive ^id insert the Art disk.) 



Memtfior 



Base 




OmirdPand 



Selecting a Scene 

Evety good cartoon needs an mteresting background scene, and Cartoona:^ has a bunch of terrific 
it) 

To select the scene for your cartoon, choose the Scene menu* While holding down the mouse 
button, move the pointer down the list until COUNTRY ROAD is highlighted Then r^ease 
the mouse button. 

✓ Nate: If you don't see COUNTRY ROAD in the menu, choose Add Scene . . . from the top 
of the menu instead. When the dialog box appears, double^Jick on COUNTRYJIOAD. If 
you don^'t see GOUNTRYJiOAD anywhere and dcm't know how to find i|r see the Locatif^ 
Items section. 

In a moment a country road appears. 

Choosing Your Actors 

Once you have a scene, you need some actors, 

^ PiiU doimtte choose SQIjlKBiL 

✓ Note: If you don't see SQUIRREL in the menu, choose Add Actor , , , from the top of 
the menu instead. When the dialogboxappears, double-cUck on SQUIRREL, If you don' t see 
SQUIRREL anywhere and d<^t know how to find % see iktG LaaxHng Item section. 

A squirrel app^rs on the screen. Thaf $ not quite where we want him to stand. We need to inove 
him. 

Moving Your Actors 

To move an actor, drag it to where you want it. You can move jraur actor anywhere you want, as 
many times as you want. You can even move it under the control bar at the bottom of the screen 
or under tiie menu bar at the top erf the screen. 

To remove an actor, drag it off the screen. It's t>etter to drag it off the left or right side so you can 
Idlif ^fe9%oSd^^^ llieoimixlwiiii^^^fi^ 0^€Qitfi#|»iiel mi thebottpmirake 
tt haid to tdl if 0ie actor is off the scre^ if 3^ drag it tip w down, 

✓ Hint: To zemove the control bar and the menu bar so you can see where you are placing your 
act0r,pie^fhenmii|>erO(zerp),Wl^ 

md ^^tiisl^^to^ 

» Move the pointer so it touches any part of Squirrel, and then press the mouse button and hold 
it as you move the mouse. Diaghim to the middleof the screen. Drag M 
oii Ihe ccHitrd bar^ jurt above tike Erase but^ (stt titie pictme page 3), and rdease the 
niDuaebuttoiu 



Extra Actors 

Sitioe you can have more than one actorln^ aoene and Squirrd lof^iVuSeiiif^^ add some 
actors for him to play with. You add actors to yoi^ scene by dioosii^tficmli^ 

How about adding a bunny to the scene? Utat would iDdk giiod. But diecls oiil Ilie Jl^ 
a^in. Bunny isn't there. However, there are more actors on the ait dido* Ycm cm Snd ttm tiy 
choosing Add Actoi . « * in the Actor menu. Let's do that now. 

A list of the actors from the Actors subdirectory appears in the window. You am didk te JOOll* 
down arrow to see the names of more actors in the list, 

^ If you're playing from 3.5" disks, be sure to insert the CARTOONERS ART DBK in a dm. 
Find BUNNY in the Actor subdirectory and doubleclick on the name^ or click BUNNY abs 
to select it and tliaadlGlcOpeiL 6unnyai^pearsonthesqreen.Dn^hersotiNit 
in front of, but not to'UGhing, Squind. 

Copying Actors 

Now suppose Squinelluis a twin4x^^ 

no probl^ IWtti Cartooners^m can have tip to five copl^ctf an actor In flie same scm^ 
Open tiie Actor mmiL 

Notice that Bunny is now in the menu, Thafs because when you use Add Actor • • . to put an actor 
in your scene^ Cartooners writes the actor's name in the menu. Bunny has a check mark next to her 
name because she was the la^ actorytm dto$e She^s wh^f s called tiie *'acliw" adw. 

*^ Click on Squirrel, and then choose Squirrel again from the Actor menu. Aiu>ther squinel 
wppmtB on file screen* 

This new Squirrel is called 2 Squirrel. If you pull down the Actor menu again, you'll see that 
Squirrel has a 2 in front of it. The 2 means this is the second copy of Sqmnel, You can have up to 
five coi^es of fhe same actor on the scrsen at one time. 

^ Drag the second squirrel so he's standing right behind, but not touching, his brother. 

Actors Act 

So far you have a scene and some actors. Now you need to tell your actors what to do. They're 
waiting for your directions. If you dick on an actor and pull down the Act menu, can see all the 
actsyouriu^cando. Fc^examplevBtimiycanft^^ Hop, Tunv and Face Forward. 

Give eadi actor an actioiv iJiil^ yoiijust want the actor to stand stilL 

Thj^ ti^aiifani^iriG^ lef t If stloietoget^iem 
that jtist stand around arenl^t vefy 

^ dick on Bunny* She flashes^ fi^ aa?^ to sIk^ that you've inade her ihs^a^^ 

✓ Ktnfc To see wlioc»r actor lotlklttiite^^ acfiw 

duck mari^ or a nunibaf next to Its name* 

Choose Walk from Hie Act menu. 
Recording Your Cartoon 

You've chosen a scene, auditioned your actors and given Bunny an act to do. Now if s time to start 
yc^movid 



To put Bunny (or any actors) in motion, you need to Record the cartoon. When you press the Rec 
but ton, the actors wi th Act dHcctions beg^ moving, and the frame counter shows the number of 
frames you've recorded. 

Now well put Sunny in motion and record her movement. We only want her to waUca little way, 
lu^Wnkeeptmk the frame counter. Rig^t now the frame comUa- reads 1. We'll 

fet Bunny walk for 7 bmm, and then we'll move OiebO^ actors* 

Move the pointer to the Rec [record! button. Press wd hold down the mouse button until the 
frame counter reads 7, then release tttemowebuttim^Qf you go too to^ 
button until you're back at 7«) 

Tnttm Speedk 

CUck on the first squint He flashes on the screen to s^ 
* actor. 

^ Ott)0Sis Walk fhmi the Act menu^ 

Press and hpW the mouse button over Beeuntil the frame counter reads 12. 

Now choose actions fbr the oti^ squiriei 

Okk on fStm 9ecc»nil ^tdrrd^ Qioc^ Walk. Press R«c until the frame counter reads 18. 

Buimy is dose to the edge of the soem so we need to turn h^ around* 

^ Oidc on Burmy and choose Turn from the Act menu* Press Rec until ^ 

Which Way Are We Going? 

Most of the actors in Cartooners can move in more than one direction. But you have to tell them 
which way to go* AfbB9^^y0ll?i^ an act for your actor, pull down the Way menu aiid dtoose 

a direction. Bunny can go eilher fi^t or left Some actors^Uke the baseball, can move in mai^ 
directions. 

» Pull down the Way menu. Notice that Left has a checkmark in front of it. Choose Right and 
release the mouse button. You have now told Bunny to turn right Press Rec until the frame 
counter reads 26w 

Choose Hop from the Act menu* Fkess Ree tmta the fmsae oounta^ reads 36. 
Back It Up! 

Bunny is about to come down for a landing, but before she does, there's one change to make. 

» Press the Rewind button until the frame counter reids 28. (Ratnember, if you go too far, you 
can use the forward arrow to go forward.) 



Front/Back 

Sdntetinies you mSf imsA to makeim actor Sar example, you might 

waitt Bum^ to hi^ in bicli: of 

^ Odk onBtiMgrtobestim^fe^ 

Back. You'll see a diagram of eight levels. The one coloned Wade slK»w$Buimy'$lf^^ 
level. Most actois start with a front/back level of 4. 

1^ aide on the boxin back <|»^ 

Now Bunny will always pass behind the other actors* If you want an actor to pass in front of another 
actor, make suie that its^ont/backlevel numbo- is louder than tiieother actor's. If you want the actor 
to pa3$b^diiia»otti^ 
fhmt/backlevd* 



f9« %ttm frmn% ts ^a«1t 



L*v*l: « 




Stand Still 

llie first Squirrel brother is about to go off the screen. W^d betler^^^^ 
tell him to Stand from fhe Act menu. 



^ Click on the first Squirrel to make him active. Then choose Stand from the Act menu. 

Press Rec until the liame counter i^ds 56. Notice that Bunny and the second Squirrel kept 
moving, but the first squirrel fuM stood stilL 

Qidcon the second Squirrel arid dioose Stand from tte 
Sqiiind stand stffl. 

CUdc on Buni^ and choose Face Farwaid from the Act menu. 



Comic Strip Style Speech Balloons 

You can add a speech balloon to your movie, so that your actors can "talk" or "think" like real 
ortoon diaracters. You can also use sprach balkx>ns to add titles or oredits to your movie. 

^ Qick on the speech t>alloonin the control paneL Ina nK>ment a wiruiow appearson Ihescreen 
8hoiMin§ a i»i3|% s|»eedi balloon a menu bar and a sdedion of colors. 



Type- This cartoon was made by, then add your name. If you have a long name, don't worry. 
Ttieballoon will grow bigger to make loomforyour name^ as you type- If you makea mistake, 
sin^ piiesaiili Dieli^ to start firesh. Vihen 

you're done, didt ISob OK button in the lower comer of the screen. 



Bolloon Fonft guttle LoMOMt^ 



Speech BaUoon Edit Window 

Hm speech balloon a|>pear5 above the Road. Now it can be pidced up and moved wound like any 
oflia* Actor. 



Qick on the speech balloon and drag it so that it sits above BunngKs head. Then lel^se the 
mouse button. Press Rec until the frame counter leads 70* 



CiBfiflng a Conversation 

You can have five speech baUoons m the screen at a:^ time. To add anoth^ speech ballDon to the 

SG^ie: 

m Oick on the speech balloon buttort lype And the Siiidizel Bn^tiiars and dick OfC 

The second speech balloon now appears on the screen. 

iv> Positkm the second spmii faanocn so that it aboi^ the Squimls' heads* 

lliere^s one change that you might want to make to this speech balloon. To make chaiiges to the 
speedibaHoon^double-cUckontheballooa This takes you back to flteSpeechBaUoonEdit window. 

^ Double-dick on the ''And the Scpiirrd Brothers'" baUoon. The Speech Balloon Edit window 
appeaiis^ Tlie text lanatais in 

^ Pull down the Balloon menu that appears on the top line of the window. This menu has a list 
of Balloon options. Select Speech (Rig^O. The speech balloon now has a tail on the right side 
iz^teadol the left 

i*- CidtOIC The speedibaiocm appears ba^imttiesci^^^^^ 
Moving the Conversation 

The speech balloons are really actors, like Bunny and SquiricL You ouimove thrai around |ust like 
the other actors in your set You can have an actor walkii^and falkir^at ^ saw time, with the 
speech balloon foUowir^ the actor« To mate a speedi baSom mpve^ you have to select it and then 
^veit a way to move. 

CUdcon the speedi balloon above the squineb. Then dwose MoveXeft firom the Way^i^ 

niis is a little different from other actors, as the Way menu tdls speech balk>ons both whkdt way 
to go and what to do. The reason for this b that tiie Ad menu is use^ 
^saytiigs* that the speedi balloon can say* 



^ Click on the first Squirrel, lotd choose Walk from the Act menu. Then, click on tfie second 
Sqiuiml md set€Gt Walk* 

^ neraRec until tlie frame oDuideri^^ 
Removing and Inserting Balloons 

To remove a speech balloon &om the scene, simply drag it off the screen and release the mouse 
button. This woiksior actors too. 

^ Click on ttie speech balloon above the squirrels. Drag it off tfie screen to the left and then 
leleaise the mouse buthm. 

You can have up to 5 ^peeditaUoons. To display any ifieec^BaUooiv select Speedi BaUoon from 

the Actor menu and press the number of the balloon you want, 1-5. Each balloon can have up to 
1 2 different sayings. To select an existing saying, display its balloon, and then select the saying from 
^ Act m^ui. To add a new saying to tliatlialtooiir a Blank , . « from dm AiC$ inii^ 
the mouse but ton on thebaUoonorsdect Speedi BaUoonfrcHnthe^^^^ 
and dick OK. 

^ Click on flie speech balloon above Bunny. Then pull down the Act menu. You'll see the 
standard Freeze option^ all of the lines of text for that balloon that you've already typed in, 
and the selection Blank . . . 

Choose Blank . , .TlvespeeiCli balloon above Bunny will change to a Blank speech balloon. 
Double-click the mouse button on the balloon to see the Speech Balloon Edit window. 

Type And Bunny and dick OK. Reposition the speech balloon on the screen if you need to. 

PulWo wn the Act menu. Notice that the two lines are now listed- And Bunny hasa checkmark 
in front of it to indicate that it is the current "Act." The Blank . . * opdon is still listed. You 
would choose it again if you wanted Bwmy to say s(»nething else. 

Bmm/sballoonis different from the squinels' ballooa With Bunn/sbaUoon selected, jhiII down 
the Act menu and see all the sayings that Bunny's balloon can have. If you select a different saying, 
that saying will appear in the t)alloon- Go to fi^ame 70 to see the squirrels' balloon. Qick on their 
balloon and puB down the Actor menu to see that it's caUed 2 Speedi ^ 
menu to see the sayii^ this balloon can have. Now return to frame 801^ usii^ the forward arrow. 

^ Fress Rec until you readi ftame 100, 
Make a Mood with Music 

You can add music to your cartoons to set the nu>od. To start the music playing f^^ 
of your pfodildioiv l^sWrtl ti^iSttTOl. Tto do tliis: 

Click on the frame counter with the mouse button. The current frame number will be 
highlighted- Type 1 and pres$ ]&tter- 

Bressing the Option key wldtedi^^^^iieiii^^ ix«»vtsywl3jac^ 
the frame you weie viewii^ befmie^ current ftame. 

^ Pull down the Mi^ ismm m&^dmmWiSXSSB. 

✓ Nate If you don't seeBCOGIElntlieinK^ top of thenieitu 

instead . When the dialpg appears^ you are in Qm Music subdirectoiy. Double-dick on 
BOOGIE. 



^ Press Rec to fiaire 27- 



The music does not play while you're using the itec;, fmwsad or Rewind buttons. You only hear 
the music when the movie is playing* 

Once you have picked a tune, if you record it for longer than the music lasts,, it will play again and 
a^in for as long as you recorded it- To remove music, select Silence, and that music will be 
icmoved from that point to Ihe r&st of ft^ cartoon. 

Pull down the Music menu and select BOINCSOUND. You might have to use Add Music 
to find it Pite^ Rec until you get to frame 39, rig^ wlien Bum^ is about to latul, 

Boing is a sound eftect Sois Doink. Sound effects don't woiklite music in thaflliey won' t play over 
and over for as long as you recorded them. They only play once, and you have to select them in the 
menu again when you want them to play again. For example, if you want the Boing sound to play 
each time Bunny hops tipc 

Press the Forward button until you're at frame 42. 

Choose Boing from the Music menu again* Press Rec and record to frame 53. 

As long as you don't change any of the actors or acts, Cartooners simply le-records your movie, 
adding music and sounds you've chosen. 

Previewing the Cartoon 

Novr fiiatyou have lecoided an ea&se movie, youH want to preview It tlmfslJi^^ 

alL Be sure any art disk you need is in the drive, Qidc the Play tmtton. tlierellbeashoftdeUiy while 

the music loads into memory, and then its showtime! 

Use the three basic controls. Play, Rewind, and Forward, to play the movie and rewind or forward 
to parts of the movie you want to see again. If you want to adjust the speed of the cartoon^ see pag^ 
30. 

To pause the cartoon, click the mouse butto. The Stop and Go box appears. Qick Stop, or if you 
ch^ig^ your mind and want to contfnue tlie movi^^dc Ga 

Forward and Rewind Hints 

To nttm your liuivie ftirwaM, press tiie mmse Initton cm Whe Forward Imttom The itiovi0 goes 
forward as long as you hold the mouse button down. It will even go past the end of your recorded 
movie into white space! If you go too far, and want logp back, simply use the Rewind button until 
you ai« back at the fiame you want 

To get d^tly to the end of the movie, hold the Option key down while you click on the Forward 
l^fitlQfL lb g& to Hi^ bej^innlng tji^ymtimf^ hold iSbe Oi^tiim 1^ white ym di^ ttie 

Rewind button. To jump ahead 10 frames at a time, hold the Command (Open-Apple) key down 
while you dick the mouse button on the Forward button. To jump 10 frames back, hold the 
Command key down whUe you dick tbe mouse button m the Rewind button. 

When the Cbntrol Pand is of f the screen and you want to go to the end or begins 

hold Hie OpHon key down and tfie leif^ aiMl ri^t anow keys; To tnoy^ am fiaine at a time, 

press the right arrow key to go Forward, or press the left arrow key to Eevi^iul. To jtmfip ahead or 

rewind yotu- movie, 10 frames at once, hold the Command key down and fims the left and light 

aitowkeys. 

Repeat Perfomiance 

To keep your cartoon movie playbig over and over, follow fhese steps. 

<^ Press the Repeat button. This is the button next to the speech balloon button. The button wiU 
turn black. 



^ Now press Play. When the cartoon is ov^, it will automatically be^n again. It wiU keep 
going imtU you cllekil^^^^ or pf^ any key. 

^ Fi^ the %ace Iw o^^ itiw«buttmu Two buttons appear on tlie screovStop and 

Plcl^^ 0^ to return to tlie control pand* 

Changing Music 

Tacfiange ^ ini]^ the musk;, ifaaipctU down flie 

Music nnenu and make anottia' sdecfUxru Hien pftgss Rec for as lomg m you want the new music 
to play. If s that easy! 

To move quickly to the frame where the music changes, select Next from the Music menu . To move 
quickly to the last frame where the music changes, select Previous from tiie Music menu. 

^ If you've been following along you should be at the end of your cartoon. If you're not at the 
end, hold down the Option key and press the right arrow. Choose Previous Irom the Music 
menu. This win take you to frame 54, whidi is fh^ frame after fhe last music chai^. 

^ OiooseBoog^elromfheMusic menu.Then press Racunlil theend (tf tt^caitoofi,^^^^ 

Now you have a cartooai fliat [days miisic af fh^b^g^nniiig axHl en4 tnd plays sotutd^fe^ 
in ttie noddle. 

Play it again! 
Title and Credits 

You can add titles and credite to your movie by using the speech b^loons. Speech balloons come 
in different shapes^ including Title and bivi^Ie. Itoth of 'these shapes are good for titles and 
credits* 

Usually, the tiilegDes at the beginning of the movie. But it doesn't have to; if s completdy up to 
you. For noWjr well create a tiUe aiul then Paste it into tte beginning 

^ Be sure you'^re at the last frame of ^nir movie. 

^ Click the Forward button to advance to the next fiame. The scene shouM no 
no actors. Music is also reset to ^leinee^ 

Choose Boogie from the Music menu. 

^ Click on the speech baUoon button at the bottom of the screm. Now choose Title from the 
Balloon menu, 

^ If you want to make the balloon a different size, point the cursor to the rectangle, hold down 
the mouse buttoiv aiul move the mouse aroundi Miate the balkion bigger. 

^ Type CARTOONERS. Pie^ Ketnin* The pointer moTK down to ttie second line, l^pe 
OPENING NIGHT. 

^ Click the mousebutton on one of the colors in the palette* This change ttie t^ color in your 

title balloon. 

HolddowntheOptionkeyandclickanothercolorTWschangestheborderaioundyot^ 
baDoon.aickQK. 

^ Bold do wn the Command key and cHck another ootor. This changes flie bdckgroundcolor 
of your title ballqon* Click OK. 

^ FdsitiDn your title on the screen anywhere yoii want 



Press Rec for 25 frames. Then remove the title from the screen by dragging it off the screen to 
the right or left. 

You can make these speech balloons move just like other actors, so that you can make a title appear 
and then move around or off the screen. 

To make rolling credits, like those you see at the end of a movie in a theater, use invisible speech 
balloons and make them move up off the screen. 

Click on the speech balloon button. Choose Invisible from the Balloon menu. 

^ Increase the size of the balloon by clicking on the rectangle and dragging it down and to the 
right. 

Click the mouse button on any color in the palette . This will select the color of the text. Type 
PRODUCED BY, press Enter, and then enter your name. Click OK. 

^ Position the credit right in the middle of the screen. Invisible balloons can he difficult to move, so 
be sure that you click on the text, and not the invisible background. Press Rec for 10 frames. 

^ Choose Move Up from the Way menu. Then Press Rec until your name scrolls off the top of 
the screen (about 30 frames). 

Editing the Cartoon 

Once the movie has been recorded, you may want to make some changes to make the movie even 
better. You may want to cut out some frames, or move them to another place in the movie. For now, 
let's move the title and credits to the front of the cartoon. 

Mark 

Cartooners lets you edit your movie by cutting out frames, copying frames, and pasting the frames 
you cut or copied into another place in your movie. In order to do this you need to mark the frames 
you are going to cut out, or copy. 

^ Go to the frame where the credits begin. 

^ Pull down the Edit menu and choose Mark. The Mark button to the right of the frame counter 

becomes highlighted. You have just marked this frame. You can also mark the frame by 
clicking the mouse button on the Mark Button. (To immark a frame that is nmrked, view the 
frame and either select Mark from the Edit menu again or click the mouse button on the Mark 
Button.) 

Holding the Option key down while clicking the mouse button on the Mark button moves you back 
to the frame you were viewing before the current frame. 

^ Now use the Forward button to get to end of the credits. 
Cut 

The Cut option cuts out the frames from the marked frame to the current frame and saves them in 
the scrap until your next Cut or Copy. You can paste the marked and cut frames into another place 
using the Paste menu option. 

^ Choose Cut from the Edit menu. This will cut frames 101 through 165 (or whatever frame 

number is currently on the screen). 

An edit function (Cut or Copy) always affects all the frames between the current frame and the 
marked frame, including the current frame and the marked frame, even if the current frame is 
before the marked frame. 



✓ Jffitfc ff you winted to teave the tifte aitd taredifs at the end of jrair movie, in addition to 
putting them at the beginning, you would choose Copy instead of Cut. You can use the Copy 
option to copy the frames you've marked and save them on the cliplmrd imtil the nesct time 
you choose Ctttor Copy. Copy doesn't change the iiraii^ can move 
the mailced frsmss to another place In the carloon with Paste. 

Paste 

The Paste option takes frames you have cut or copied and pastes them into your movie b^ore the 
current fiaine. 

Move to frame 1. Then choose Paste from the Edit menu. Notice that many of the other 
optktm aie diotgi^i 111$ iidtea^ 

The watch will appear lor a mom^t and then the "Gartooner's O^penii^ Nighf title screen will 
appear on frame 1. 

Undo/Redo 

If you change your mind or make a mistake while you're editing your cartoon^ pull down the Edit 
menu right away and seeif you can choMe Undo. Usttally you canuseUihdotoundoacut.a paste, 
or the changes to an entire frame. When you've used Undo, the menu option changes to Redo, so 
you can redo what you've just cut or pasted. If Undo appears dimmed in the menu it means that 
you can't dioo^ it 

You can use Undo to undo the last cut or paste you did. But if you then make more changes to the 

RemeiEib^todiedk^^^ 

^ Flay the wlioIecartQOnag^.¥ 

It's a Wrap! (Saving Your Cartoon) 

Once you have recorded your movie, if s time to save it< When you save a movie, Cartooners also 
saves the speed you chose for yourmovie^ and whether you chose Repeat(whetheryourfil^ 
over when it ends) to make the movie play over and over again. When ypu load that movie later^ 
the Speed and Repeat setting will be the same as when you saved it. 

Savlii0Yotlf Movie 

You can save movies to a regular fomtatted disk (see your GS/OS manual for instructions on 
formatting disks). 

^ Pull down the File menu and choose Save • * * 
llie computer wiU ask for a name to save the m 

» Enter a title for your movie. If you make a mistake typii^ use the Delete key or «- to erase 
it. 

» Click on Save and the movie will be saved to disk. 

✓ Hint: If your disk doesn't have enough room on it to save your movie, you won't be able to 
dick on Save and save your movie. Put anoO^ disk in the drive (hat hd3 more space 
available* 

Starting Over 

Now that you' ve created your first cartoon movie, you're ready to e>qjeriment and create on your 
own. To start a new vie lioms^ rnousebuttcm on the Braise button in 1^ 

panel. 



Cartooners will ask you if it is OK to erase all of the frames. If you don't want to save your movie, 
click OK. If you still need to save your movie, click Cancel and save your cartoon. Enter a name for 
the movie and click on Save to save it. 

Once you have erased the frames, the screen will be blank, the frame counter returns to frame 1, and 
you are all set to go! 

Advanced Editing 

Here are some advanced features of Cartooners that will help give your movie that award-winning 
look. 

There are two options in the upper Edit menu. Clear and Erase, that we haven't talked about. Both 
of them can make your work easier. 

Erase is similar to the Erase button. As you remember, the Erase button erases the entire movie, but 
leaves all of the actors, scenes, etc. in the menus. The Erase option in the Edit menu erases any frames 
you've marked, but it will not Cut them out of the movie. Therefore, if you mark frames 10-20 and 
then select Erase from the Edit menu, frames 10-20 will be blank, that is there will be 10 blank frames 
in your movie. 

Clear is similar to the Cut function. The only difference is that Qear will not save the frames to the 
scrap. It simply gets rid of them. If you mark frames 10-20 and then choose Clear, frames 10-20 will 
be cut; however, if you look at the Edit menu, you'll notice that Paste is not available, because there 
are no frames in the scrap. 

Touch Up 

Theremaybe times when you'll want todo some "fine-tuning" to your editing, withoutre-recording 
the actor for the entire movie. You may just want to make a few small changes, such as moving the 
actor slightly in a few frames. You can record these small changes with Touch Up . Pull down the Edit 
menu and choose Touch Up. A checkmark appears next to Touch Up. 

When Touch Up is not selected, moving an actor erases it from later frames, and you must record 
it again in its new place. When you select Touch Up, you can make the changes to a few frames 
without affecting the rest of the movie, your actor won't disappear, the movie won't change. If s a 
very handy feature. 

When you want to turn Touch Up off, pull down the Edit menu and choose Touch Up again. The 

checkmark will disappear. Now any changes you make you to an actor will erase it on later frames, 
and you'll have to record it again. 

Pause 

You can stop the action in your movie and pause the scene for up to a minute. This is a useful feature 
for adding a little extra time for reading a speech balloon if you didn't record it long enough 
originally. Just pull down the Edit menu and choose Pause ... A box with a scroll bar appeals. Qick 
on the arrows to make the pause one second longer or shorter. Qick in the gray area of the scroll bar 
to make the pause longer or shorter in increments of ten seconds. When you are satisfied with the 
length of the pause, click OK. 

Speed 

You can set the playback speed by pulling down the Edit menu and choosing Speed ... A scroll bar 
showing the playback speed in frames per second appears. Click on the arrows to make your movie 
go faster or slower. Or grab the box in the scroll bar and move it to the right, to go faster, or to the 
left, to go slower. 



The speed you set with the scroll bar is the speed at which Cartooners tries to play your movie- If 
you have a complicated movi^ with lots of actors doing lots of acts, Cartooners may not be able to 
play the movie at the h^i^iest^ieed. It wQl do the best it can to play Oie mo^at the^^eed you^. 

Next Movie 

You can useNesd Movie . to sti^gevii^ 
movie* Ibr exm^pte^ to Unk ihree^^i^ 

1. I^Mfl Ihe first movie in the stti% dor example, load DUOO. When its flist scene is on the 
samv pull down the Filenffinu ag^tn and choose Next Movie * . « 

SL From the dialog box that appears, select the next movie in your stringby double<luidiig 
its title (for example, double-click on LOST), 

3* Choose Save from the File menu. When the dialog box appears, dick Save to set the link 
between the tiro movies. When the message, 1^ Appmn, cUdc 

Yes. 

iikm, anytime you play DUCKbyseledingPli^ will loadimd play after 

it 

If you want to continue your string of movies, you need to load LOST, dioose Next Mlivie « * . and 
sel^ the movie you want to follow LOST, Thai save LOST. 

To play your stm^ of Ifaiee movies^ load DUOC and choose Flay. 

To remove a Next Movie froma cartoon, load the cartoon and selectNext Movie . . .Cartooners tells 
you what the next movie is — you can click Erase to turn off Movie, or you can cHd&Chai^ 
to Ghange die Next Movies or you 

You liaiilbdt mii^^^ 1»iit have to save each one af^ you dtoose Next 

Movie * * * and select the movk yoii waiit to come next* 

€lioos9 PiBlettB 

You can import actors and scenes that you created with DeluxePaint II to your cartoon. But 
sometimes when you add an actor or scene, the colors won't look right. This is because the actor 
w scene wsoi ct^ted wiA a dfiSg^ patetto/or iel»tb^ you 
currently have loaded. See Creating Sc&tes mid Actors h Dduxe BiiRf H for information on u^ng 
DeluxePaint files with Cartooners. 

Only one palette can be used in a movie at a time* To choose which palette to use, select Choose 
Palette from the File menu. A dialog box appears. Select the file whose palette you want to use in 
yoi^ilEiifvie. Butbe carehil! This may diar^ the oolors of all the other scenes and actors in your 
movie. 

Ctoan Up Menus 

While you're editing and experimenting with your movie, you may find that the Actor and Scene 

mi^m axe cn^wded with actors and scenes that you are no lon^ using. ^ 

itetiis that aren^t being used in the current movie, du)ose Clean tfp Merits from the Hie n^nu. 

If you want to start a ok) vie completely from sera tclv with no menu choices ad ded, dick the mouse 
button on the Erase button. 

✓ Hint If $ a good idea to choose Clean Up Menus before you save your cartoon movie. This 
way the movie will not load tmneqessary data and delay tl^ movte Start tbm. 



Freeze 

Freeze is a special option in the Act menu. It's not a separate action like Walk or Turn. Instead you 
can choose Freeze to stop an actor from doing what she's doing, in mid-step or mid-turn if you want 
to. To freeze an actor, click on her to make her active and select Freeze from the Act menu. You'll 
notice that a check mark appeals next to Freeze when you select it. The check mark next to whatever 
act you just froze remains there, too. 

When you're ready to unfreeze your actor, choose Freeze again, and the check mark will disappear. 

Tip: You'll only see the check mark at Freeze while you're recording. It doesn't appear while 
you're using Forward or Rewind to edit your movie. 

Details for More Creative Expression 

Sf>eech balloons are a great way to teU stories and label pictures. To add extra excitement to your 
words, we have included lots of speech balloon extras for you to experiment with. 

To make changes to a speech balloon that you've already created, click on the balloon you want to 
change and choose Speech Balloon from the Edit menu, or simply double-click on the balloon. The 
speedi balloon editing window reappears, only instead of a blank balloon, you have one with words 
already entered. Now let's spruce up that sp^ch balloon! 

Balloon Size and Design 

To make the balloon bigger, place the pointer in the rectangle surrounding the balloon and hold 
down either mouse button. Now drag the mouse down and to the right. Let go of the mouse button. 
The balloon grows! To make the balloon smaller, click inside the rectangle and drag the mouse up 
and to the left. Then let go of the mouse button. The balloon shrinks! 

To change the design of the balloon, pull down the Balloon menu and select one of the speech 
balloon designs. You can have Invisible, Title, Speech, Thought or Exclamation speech balloons. 

Right or Left determines on which side the balloon "tail" will appear. 




Speech Balloon Types 



For normal speech, use the Speech (Left) or Speech (Right) balloons. Position the balloon so its toil 
points at the actor you want to speak, like in a cartoon. 

If your actor is thinking instead of talking, use the Thought (Right) or Thought (Left) balloons. The 
tails on these balloons are made of circles. 

Use the Exclamation (Right) or Exclamation (Left) balloons if your actor is exdted or angry. These 
balloons have jagged sides and are good for showing your actors' emotions. 

Titles are rectangular balloons that are useful for titles, signs, and other descriptive effects. 



Invisible balloons show only the text when you put them into your movie. You will not see any 
balloon around the words. This type of balloon is useful for adding subtitles or credits to a movie 
or fornamting stcmes^ Ctlptie^ M you type on an invidUe baUoon are tiie same color as 

your soette, you won'tbe abte to see ftmcO 

Layout 

Choose Left or Center from the Layout menu before you type thelextyou want it to affect This will 
determine how the words are positioned within the speech balloon. Don't sdect a different layout 
later tn that Um, ttioug^ unless you want fo change the layout of the entire Une. 

Color 

You can change the color of the text by clidking theleft ftiousebutfeon onany of the colors in the color 
palette. This color affects Ihe text timt coiiciesa^ not change the colw 

of text you already have- 

If you choose th€d\eckerbQarda}lor,aiiyfhlnglnthatcok3r 
through. Try it and see! 

Todiange the color of the background of tiie speech balloon, hold the Command key while clicking 
the mouse button on a color. To change the cdor of the balloon outline, hold down the Option key 
while clicking on a color. 

Maldng Changes and Using Muttiple Text Choices 

You can change the layout or color of your text any time you want; however, you must make your 
selections before typing. Changes to the text choices do not affect text that you have already entered 
in the balloon. To change the layout or color of text already in the balloon, use the backspace fc^ 
to erase part of the text, or dick on the Erase button to clear all text and text choices. 

When yt>u are satisfied with the way your speech balloon looks, click on "OK." Your movie will 
come back and the speech baUoon wiU be slu)wn in the mid<^ 
and dn^ it to where you want it. 

Keyboard Shortcuts for Nimble Fingers 

Here are some other keyboard shortcuts that let you play more easily and quickly with your 
cartoon. 



Option^Left Azeow 
Option-Right Amw 
C5-Left Arrow 
C^RightAnow 



Q)toframel 
Go to last frame 
Go backward 10 frames 
Go forward 10 frames 



Left arrow 
Right axniw 
Esc 



Go backward 1 frame 
Go forward 1 frame 
Stc^ operatioii 



Front and Center 

Sometimes when you Add an Actor, you won't see it because if s "hidden" behind another actor 
in the scene. Or sometimes when you remove an actor from the screen, a very small part of the actor 
remains on the soeen^ but you ^n't iind it Thaf s why Curboonershas a Etoitt and Center key. 

Ptess Open-Apple-Fand thecuipmt actor is given a front/backlevel of 1, and appears in the center 
of the scfeen so that you can see it 

Removing the Control and Menu Bars 

doing if you want to place your actor at the very bottom OTtc^ol^^^ 
the control bar and m^u bar bade 



your movie a frame at a time by u^ng 0ie i%ht^iuid left-^iiowkeys. Y also reoordby 
pressing tiie Open-Apple-R k^. 

Mmu Options 

iixM down tiie Commmd (Open-Apple) key and press fliese lettemior quidc action. 
L Load Z Undo 

M Mark C Copy 

P Play X Cut 

S Save V Paste 

AU of these keyboard shortcuts aie available even when the menus sob not visible on the screen. For 
example, if you press to remove the menus aivl coi^xd panels you oould still play tiie movie by 
pcessing Open-Apple*P. 

Multiple Actors 

You 1^ have up to five copies of the same actor on your screen at the same time. If you have less 
than five copiesttfaA Mtof m you can add copies of the oment active actorby piesibig 

fhe niinibers 2 Ihroi^h 

Whenj^liawseveml eo^tesof flie same actotson the s^^^^^ the meyou want by first 

selecting the adOT type in the meim and Ihai pr^^ 

Changing the lOO/Cand PLAKTicket Scraens 
to Show Dtfferent Movies 

If you want to add one of your own cartoons to the ticket screen in LOOK or PLAY^ h^'saUyou 
do: 

^ Save the movie, and give it a descriptive title- 

^ Quit to the Main Selection Screen, 

^ Enter ]X)OK or PI^Y (insert the lYogram and Alt did^ 
wiite^'aiabled)* 

ii^ Hold down tlie Cmunand key and dick five mouse button m llie ^ie thloet^^^tt^ want to 
change. 

Cartponars will di^lay a dialpgbox that says Choose your own movie. The list of movies available 
onihe dM win ^owliifite^i^^ 

a different disk and click on the letter of the drive you put the disk in, Cartooners will now display 
ftie files on that disk. You may need to doubl&<lickon the Movie folder to see your choices, 

^ Sdtect the inovie ttkat you want <m the ticket by double^diddng on 4ie imvie file mme. 
Your movie now appears on the tidcet, ready to see at ttie click of the mouse! 

Coming Soon... 

If you ever see the message Coming Soon^ it means that Cartooners does not have the information 
to tell it what movie should appear in the ticket Adding your own movie to these tickets is the same 
as }tist desoibed previously. 



Printing and Cartooners 

When movies come out, there's usually a lot of news about them in the papers. If you have a 
supported printer, you can promote your own cartoons by printing out frames of your movie to be 
posters. You can even print out many frames of your movie and create a book that tells the story. 

Printing 

Be sure the frame that you want to print is on the screen. Now you're ready to print. 

Turn on the printer. 
^ Pull down the File menu and choose Print • . . 
You see the Print dialog box. 

^ Click on the Color box if you have a color printer, and an X appears. If you have a color printer 
but don't check this box, your printout will be in black and white. 

Click on Ok. If you have trouble printing, make sure your printer's On Line light is on. If it isn't, 
press the On line button to turn it on. Try printing again. 

To stop the printing in progress, press any key. 

Note: If you don't have a printer connected to your computer, and you try to print, Cartooners will 
spend a lot of time looking for the printer. Eventually it will come back, but you will have to wait 
it out, or you'll lose your movie. 

Tips from tlie Teclinical Director 
Improving the Speed of Your Cartoon 

There are many things that affect the speed at which your movie plays. One thing is the Sp eed option 
in the Edit menu. 

The more characters that are moving on the screen, the slower your cartoon will run. This is because 
Cartooners has to work harder to keep all the actors moving according to your instructions. 

Bigger characters take longer to move, so they affect the overall speed. Try to keep speech balloons 
orfy as large as they need to be to hold the text. Characters that have lots to say slow everybody 
down. 

Overlapping characters slow the movie down. When actors walk next to each other, be sure they are 
not touching. The same is true for speech balloons that may be floating across the actors' heads. 

If your movie uses scenes, actors, and music from more than one disk, your movie will slow down 
and you'll have to swap disks. To avoid this, create your own data disk by doing the following (see 
your GS/OS manual for information on formatting disks, creating subdirectories, and copying 
files): 

1 . Format a blarUc disk. 

2. Create four subdirectories: Movies, Scenes, Actors, and Music. 

3. Copy your movie to the Movies subdirectory of your new data disk. 

4. Copy the scenes, actors, and music files to the Scenes, Actors, and Music subdirectories of your 
new data disk. If you don't know exactly what files to copy, load your movie and look at the 
Scene, Act, and Music menus. 

5. Load Cartooners, and load your movie from the new data disk. 

6. If Cartooners asks you to locate an item, load it from your new data disk. 



7. When your movie is loaded, save it again to your new data disk. 



Now whenever you want to see that movies load it firom your data disk. You won^t have to swap 
disks when you play it 

Another Tlmo Saver 

Cutting, copying, or pasting a large nuinber of frames can takea toi^time. Itym deddeyou want 
to cancel a long Cut Copy, or Paste, or Load, press Esc, 

Memory Management 

If you ever receive the message, 'There is not enough memmy to record this fiame," while you Ye 
i^ratking on youririoi^^ save? Uyouii^attitoedilfl^ 
later on^ you'll need to create some more memory for yotir production. UseClear(nof Cti6 todear 
some frames and make more room in memoiy for your movie. 

Note: If you find that your actors are appearing in the wrong scene, check Free Memory in the ? 
menu. If you tiave less that 30K available, cut fifames from your movie until you have more than 30K 
fiiee ntemofy* 

Tips from the Creative Director 
Tips for Better Cartoon Animation 

Moitof the animal actofSinC^ "cycled'', using 

the editing functions to create poses that you can use to make additional actions. For example, 
making the dog turn left and dien right several times in arow makes it look like ihedog is dandt^. 

If you use several copies of the same actor^ don^t have each cofpy act the saine, unless you want ttie 
actors to have a medianical look. 

For example, if you use copies of FARBIRD to create a flock of birds for your scene, don't have them 
all fly in the same direction in the same way. Have a few birds travel Up and Left occasionally^ or 
Up and Right- This will look ihuch more natural and give the tmpressidh of wandering birds. 

You also might break up the action cycle of each tnrd. Use the edit functions to cause each bird to 
flap its wings at different tnnes. 

Actors look more like a natural part of their surrouiuli^gs if you place sc3enefy (called props) like 
hu^bes and tree ^umps in llie fbr^ound of your soetie^'VV^t^ a prop, he 

looi^ like he^s really in the scene, instead of on top of it 

You can make an adcxrappear to move faster if you make the props t>ehiiid him move slowly in fhe 
opposite direction. 

TJm^Mlmmm^m^ s^atrnm^ tNe- HQsdovm the prognmdimii^lilse^s^ 

don't use too many laigie actors in any one scene. 

Speech Balloons 

Good animation moves in cydes: action^, pause, action, pause. This gives viewers time to respond 
to what they see, and time to prepare for what is about to happen. Speech balloons can be useful in 
the pause part of the cycle. But having speech balloons moving at the same time as a lot of other 
actioii makes your animation difficult to foUow. 

So use speech balloons with care. Your cartoon should move easily without words. Use them only 
when you really need Husm. 



Special Actors 

There are a few actois on the art disk that are different from the rest You have already learned about 

and dif€$cfion iti the Way waem. 

Shrubs and Howei' work in a ^iiiilar way. 

• Choose SHRUBS from the Actor menu. You may need to choose Add Actor to find Shrubs* 

« Look in the Act menu. You seea Ust of different plants. Choose Small Bush. The Shrub turns 
into a small bush. 

« Qmmi^tii^^ Small Budi moves tothe 

right 

Sbrubd do^t really inove in teal lifev but you msim^ imti^ tmlKx^ v^^d^ 
around disiguised as shrubs! 

Hate ami Eyts Hsm Stranga A0T aitd WAY Selacflons, Too 

Choose HATS finottiilite Actor menu. Pull down the ACT menu. You will see a long list of d^ifimnt 
kinds of ha^ You can have up to 5 hats at once, and each can be a different kind of hat! 

Hats don't have move options in fhe Way memi. Instead, the Way menu lets you change the size 
and direction the hat faces. 

If you want to move the hats, which you may want to do if you put a hat on an actor that is walking, 
you wiU need to move and record the hat with the actor dneach frame to ensure that the hat keeps 
pace with the actor. 

This is a little inconvenient, but it allows Cartooners to offer a wide selection of hats without using 
up aUir^aibiieacI^ 

by ftame Is generalty neoe^aty when moving any oi the ^sbMic^ actois. 
Now, e)q)eriinaiit with EYES* You can create some great effects^ 

Selecting Preferenoes 



n Buttons Stan down> 
^ Add... adds to noi/ie. 
B PlUfl friM first frame. 

Prefsrences 

Choose the Preferences in the Apple menu (on ttie far left of the Menu Bar) so you can use some 
special Cartooners capabilities. After you've selected your prefetences, the program tries to saw 
your preferences to disk so they win be active each time you run Cartooners, If you're using floppy 
disks, you must have the Frpgram disk in the drive you started Cartooners from to save your 
preferences. 

Buttons stay down* This option was included when we noticed that some young children cannot 
hold the mouse button down for extended periods of tin\e* If you dick on the box next to this 
preference option, the Rec, Forward, and Rewind buttons will stay "down" until another mouse 
dick or ai^k^ is pressed. This o(^um should not besdectei ^you am trymg toedit a asrtoon mcvk^ 



it is difficult to stop the moxm on the exact frameyou need. When the Buttons Stay Down feature is turned 
off, you can press the mouse button on the Rec, Forward, and Rewind buttons and it will stay down 
until a mouse dick or keypress, just as if this feature was turned on. 

Add... adds to movie. When you select an Actor with theAdd Actor . . . option or select a scene with 
Add Scene . . the actor or scene you choose is added to your movie (tiie scene on screen) and is 
also added to the Actor or Scene menu. 

There may be times when you want to add a collection of actors, scenes, and music selections, but 
do not want them all to appear on screen until you select them from the menu. If this is the case, click 
on the Add... adds to movie box to deselect it (the box is now empty). 

When you use this preference, actors, scenes, and music that you choose for your movie will appear 
on screen only when you choose them from a menu. 

Play from f ij^t frame. Normally, when you click on the PLAY button, the current movie will play 
from the beginning, from frame 1. However, as you're editing or adding additional scenes to your 
movie, you might want to see the movie play from the current frame. To do this, dick on the Play 
from first frame box to deselect it. Now the movie will play from the current frame when you click 
the PLAY button. This way you don't have to see the entire movie each time you want to evaluate 
a change that you ntade. To return to playing from the first frame, click on the box again to select 
it. You can also do this with your mouse if Play From FirstFrame ischecked. Press the mouse button 
on Play to play from first frame, hold the Command key down and press the mouse button on 
Play to play from the current frame. If Play From First Frame isn't checked, these buttons are re- 
versed. 

Music Off. Select this to turn the sound on and off. The X appears to tell you the music has been 
turned off, and the music is on when there is no X. 

Fre© Memory 

Select Free Memory from the Apple (#) menu to see how much memory is available in your 
computer. The amount of space left is represented by the amount of white space in the scroll box; 
the more white there is, the more memory is available. Note: Try to keep at least 30K free memory 
to avoid memory management problems. 

Family Fun 
Narrating Stories 

Many kids have storytelling talent far beyond their ability to write or read. When they see moving 
'toons, even very young children want to play with Cartooners, espedally if a older brother or sister 
uses the program. You can help young ones give shaf)e and direction to their active imaginations 
and have a good time yourself. 

The next time your child wants to relate a dream or retell a favorite story, try this: 

• Boot up Cartooners. 

Tell the child what you're doing (starting the computer, loading this interesting program, etc.) and 
a very little about why you're doing it, for example, "Let's make a story like your dream." 

• Let your child choose a scene and the actors and encourage her or him to tell you what is 
happeiung in the story. 

• Use tite title or invisible speech balloon design to enter his or her story. Be sure to limit the 
length of the story that each frame tells so that the speech balloon doesn't interfere with the 
child's picture. 



• Reooid the movie for about 15 hmm, or for however loi% if to the 1^ m the 

Experiment with Kec and Flay to deteradne the BippmpfTkite ft^ame count- 

• Encourage the child to change the scene or move or add actors, and to continue the story. 

• To enter new text, dick on the speech balloon and select the Blank . , .option from the Act 
menu* Double^ck on ihe BSankl^Iloon to access the %>eedi Balloon edit window. 

9 Record the oiovle eadi time you add new tesct to the scene* 

the story to Hty^ cMM as or she watdh^ the movie. This can be a fon and usefol leemdng 
expmence. 

Printing an Illustrated Storybook 

The Cartooners Print , * - option lets you and your child create illustrated storytxxiks. You can print 
out Individual frames erf a cartoon and then steple fhem together to creato a book. 

Forward the movie to the first ft-ame that you want to print Choose Print * • • Irorh the File menu, 
select the aynect options for your printer setup, and cHcfc OK. 

Pull down the File menu again and choose Print - . • If your printer is properly connected and turned 
on, dtdc on Print. Printing begins. 

After you' ve printed the first page, forward the movie to the next frame you want to print. Print out 
this fieaine. Continue this process until you^ve printed the entire stoiy. 

Your child may want to create a special title pa^ with his or her name and story title. Staple it all 
together. Read ttie botiit togefhet Befete tei^i^ it to you. 

Ottier Activities 

Create a cartoon widi blank speech b^dlodns. Then ask each £miily meint»er to edit fl^^ 

enter dialog into the speech balloons. Be sure everyone saves flieir inovte wifha dllfeient name. 

That way ttie origpial movie (witii blank balloons) won't g^ tost 

When everyone is done, watch the movi^ togettier. You may want to add the movies to LOOK and 
select ALL to see the mo vies one aft^ awiber. Eadi fanru^ 
to be a vviEii«er. 6^ prepared to 1au^!^^ tol, 

Hints Just for Kids 

Birthdays and Other Special Occasions 

Weiffilove to get greetings that are for us a3ofte.ltl^^ 

can also feel special when you give them. Vse Cartooners to create l>eautifiil pictures with colorful 
messages andprint them out for birthdays, holidays^or any timeyou'd like to do somethingspedal 
for sottiecme you carc 

Use Create to make a picture with a Scene and Actors you choose youi^eU. Then add speech 
balloons to "speak"' your rnessage. 

When it's all ready to go, select Print . . . fiiom the File menu. Be sore the printer you're using is 
hooked up and turned on. Ask for help if you need it 

CUdc OK in the Print ... dialog Iwx;, and in a few monients your 
soene you created^ 



If you're an experienced cartooner, you may want to create a moving-picture message and play it 
for the special person. 

Create a Cartoon with a Friend 

You can begin a cartoon and then let your friend finish the story. Start making a cartoon in CREATE, 
and be sure to leave your Actors in an interesting situation so that your friend has something fun 
to play with when it's his or her turn. 

Save your cartoon starter on your data disk, then choose Quit from the File menu. This takes you 
back to the Main Selection Screen. Click on PLAY. If there's a Coming Soon... ticket, click on it. If all 
of the tickets are full, then hold down the Command key and dick the mouse button on one of the 
tickets to change it. 

When the dialog box appears, select your cartoon starter. The name you gave it when you saved it 
will now appear in the ticket for your friend to select. When your friend finishes the movie, you can 
add it to LOOK for both of you to watch. 

You can have a lot of fun if you and your friend take turns creating scenes, adding actors, and 
making sounds for the cartoon. You can go back and forth as often as you like (until you run out of 
disk space). If s amazing how crazy a cartoon can be when one or more friends help you out! 

Creating Scenes and Actors in DeluxePaint II 

If you want to use DeluxePaint II to create your own background scenes for Cartooners, that's great. 
Just save a scene you made in 320x200 resolution with 16 colors or less as a Picture, then copy the 
picture into the Scenes subdirectory on your copy of the Cartooners art disk. See you GS/ OS manual 
for information on copying files. 

You can also create non-animating actors like the moon or a mountain with IteluxePaint, 11. Save 
an actor you made in 320x200 resolution with 16 colojs or less as a Brush and copy it into the Actors 
subdirectory. Actors you create are given directions to move in the Act and Way menus similar to 
the Baseball actor. 

^ Hint: It's easier to make films if the palette you use to create art is the same as the Cartooners 
palette. This way all the colors of everything look right When you're in DeluxePaint 11 load 
a scene from Cartooners. This also loads the Cartooners palette. Erase the picture and draw 
your own. Now when you use this art in Cartooners, all of the colors of your art will look right. 
(Be careful if you use Color 1. It will be invisible in Cartooners.) 
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